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SNES Preview 


Bigger and Better! 







In a sea el Super NES controllers. 



Sleek. Efficient. Even feared. 
Only one controller strikes 

WITH THIS KIND OF POWER. ONLY ONE 
CONTROLLER CAN INSPIRE TERROR IN THE HEART OF 
YOUR OPPOSITION, OR GIVE YOU THE EDGE AGAINST THE 
toughest Super NES games. We call it the asciiPad. 



Independent Turbo Control gives you the most 
powerful bite, Twenty shots per second will break 
your opponents down in no time. 

Auto Turbo. It's like a continuous feeding frenzy. 
Hands-free, and fully-automatic, too. And, like Turbo 
Control, you get to pick which buttons to power up. 


© 1993 ASCII Entertainment Software. Inc.. P.O. Box 6639. San Mateo CA 94-103. Telephone: 415/570 7005. asciiPad and Asciiware are trademarks of ASCII Entertainment Software. Inc All rights reserved. 




only one's o killen 

Slow-motion means you'll never rush through a meal. 

Get the time you need to master the newest and toughest 
games. After all, they're not getting any easier 

Advanced design and a competitive price. When you’re 
hungry to win, reach for the controller with some bite. 

The asciiPad, for the Super NES. Use it or lose it. 



ASCIIWARE 


Nintendo Entertainment System, Soper NES and the official Nintendo seals are trademarks of Nintendo of America Inc 


TM 
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LELLLl'LLLL'tZ lVLLl'LEtZ 

A survey taken during the December holidays 
claimed that 63 percent of kids between 7 and 16 
hoped to receive a video game during the holidays. 
Whew! That beats the pants off Teddy Ruxpin, the 
Cabbage Patch dolls, and other hot holiday toys of 
years past. 

Another interesting statistic is that it's the older 
games that are most popular with players. Nintendo 
News, a newsletter sent out by Nintendo of America, 
says the most popular NES game is Super Mario Bros 
3, a three-year old adventure. The Legend of Zelda, 
which is twice as old, ranks fourth. Naturally, Street 
Fighter II and Zelda III dominate the Super Nintendo 
list, but both of those games have been on the market 
for months. For Game Boy, the top game — as it has 
been for two years — is Super Mario Land. You can 
expect that to change once people get their hands on 
the terrific Super Mario Land 2. 

So what do these rankings reveal about the 
kinds of titles that gamers like you want to play? Are 
you looking for games that are on sale? Are you 
spending less time with your video-game systems? 
Maybe not buying as many games as in the past? Do 
you think the new games — even for Super Nintendo 
— have the quality of earlier games? Let us know 
what you think, and weTl share the results with you 
in our "Hot Shots" news column. You can send your 
comments to me here at Game Players, 300-A South 
Westgate Drive, Greensboro, NC 27407. 

Leslie Mizell 
Editor 
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FOR THE 
AMIGA, 

IBM PC, AND 
SUPER NES 
SYSTEM 


Nintendo, Super Nintendo 
Entertainment System, and 
the official seal are 
registered trademarks of 
Nintendo of America, Inc, 
Game program © 1992 Red 
Rat Software-Ocean 
Software Limited. Ocean is 
a registered trademark of 
Ocean Software Limited. 


Ocean of America, Inc. 

1855 O'Toole Avenue 
Suite D-102 
San Jose, CA 95131 


Top two screens shown above are 
from the IBM PC- version of the 
game. Bottom two screens shown 
are from the Super NES version of 
the game. 


COMING IN 1993 


Challenge yourself to Push- 
Over, a game where quick 
strategy and cunning are of 
the essence. As G. I. Ant, 
you must place each 
domino carefully in a row. 
Get 'em ready and set up to 
"push over." But beware! 
Each domino is 
programmed with special 
powers and abilities. Don't 
be a Push-Over and let this 
backfire on you! 


ocean 






NINTENDO ON TOUR 

fapwy 

Anyone who has ever called the 
Nintendo Game Play Hotline knows 
how knowledgeable its game 
counselors are. And if you’ve ever 
called with a question about The 
Legend of Zelda: A Link to the Past, 
you may have talked with Jay Shuit. 
But if you called late in 1992, Shuit 
wasn’t in — he was at a mall near 
you with the Nintendo Video Van. 

As a Game Play Counselor 
(GPC for short), Shuit has a dream 
job — he plays video games for a 
living! Late last year, he toured the 
country in a specially outfitted van, 
visiting 21 cities to show kids the 
latest hot games. When we caught 
up with Shuit in Durham, North Caro- 
lina, he had already visited St. Louis, 
Houston, Miami, and Charlotte. 


The 24-year-old Shuit has been 
a professional gamer for three 
years. He might receive as many 
as 200 or 250 calls in an average 
day. 

“I love it!" he says. “When 
people ask me what I do for a 
living, they can’t believe it. I always 
tell (people interested in becom- 
ing GPCs) to remember the three 
P’s — practice, patience, and per- 
severance. Never give up. A good 
gamer can beat any game." 

While we had Shuit cornered in 
the van, we also asked him what 
was new at Nintendo. 

“They’re currently working on 
an improved DSP FX chip,” Shuit 
says, “that takes the scaling and 
rotation and makes it look more 
three-dimensional and adds even 
more reolism. It’s a great break- 
through. You should see gdmes us- 


MEGABYTES & PIECES 

The Software Toolworks has received 
permission from Nintendoof America 

to use Mario and the Mario World 
characters in a series of video and 
computer games for kids from 3-12. 
Mario Is Missing is the first of these 
“edutainment” products. In it, chil- 
dren explore famous cities in trying 
to set the world right after an evil 
character has created chaos. The 
games will be available in NES, SNES, 
and PC versions. 

• • • 

Capcom recently called to give us 
the skinny on its upcoming products, 
and there's good news for Mega 
Man fans — the plucky robot is finally 
coming to Super Nintendo! Super 
Mega Man joins Aladdin as a 
planned 1993SNES release. Also look 
for DuckTales il for NES, and Game 



ing it sometime in mid-93. 


Boy versions of Darkwing Duck and 
TaleSpin. 


And if you were blitzed by ads for 
Nintendo games during the holiday 
season, you weren’talone. Nintendo 
of America evidently spent $45 mil- 
lion during the second half of 1 992 — 
$5 million on NES games, $15 million 
on Game Boy, and a cool $25 million 
for Super Nintendo. The hot games? 
Kirby’s Dream Land, The Legend of 
Zelda: A Link to the Past, NCAA Bas- 
ketball, Super Mario Kart, and Super 
Mario Land 2. 


The DSP FX chip has already been 
used in games like Pilotwingsa nd 
NCAA Basketball. 


The initial reaction has been 
great, Shuit says — so good that the 
van may make a return trip this 
year. Most visitors to the van stay 
glued to Mario Paint!, but NCAA 
Basketballis also a popular choice. 
Shuit himself finds it hard to break 
away from Zelda III. 

“It’s my personal favorite,” he 
says. “I like Mario Paint!, too, be- 
cause you can let your imagina- 
tion run wild. It’s a great creative 
tool.” 


Speaking of advertising, Sega of 
America's “Sonic Twosday” was a 
rousing success. The build-up to the 
Sonic the Hedgehogsequel included 
advance orders and a release date 
two days before Thanksgiving. A 
spokesperson for Sega saidthat more 
than 400,000 copies of Sonic 2 were 
sold in its first week of release, result- 
ing in $20 million in retail sales. The 
company claims that 50 percent 






THE CRITICS ARE HOOKED! 


Flying's your greatest power, 
but keep your eye on the Right meter 


Here's your chance... 
you ve got him where you want him 


^Nintendo) 


Also available for NES and GameBoy. 

To get your free Hook cassette, mail in the Universal Product Code (UPC) from the package of any Hook 
video game and the Proof of Purchase tab from the Hook video movie (no photocopies, only original pack- 
aging will be accepted) along with your name and address and S1.50 for postage and handling to: 
HOOK Soundtrack Offer, P.O. Box 7696, Young America, MN 55573-7696. 

Limited to residents of the United States. While supplies last. 


SONY 


LICENSED FO* PLAY 3V 


( Nintendo *) SMRMMUO 


Check out what they’re saying about the incredible 
new Super NES version of Hook. 

“...one of the hottest action games I have ever played. 
The music is absolutely beautiful and the graphics are 
top-notch.” — Si pi r NES Buyer’s Guide 
“Hook is intelligently 
made from start to finish. 

Its execution is excellent. ” 

— Game Players Nintendo 
Guide 


“Hook's multilayered, smoothly scrolling visuals 
inspire comparisons to Super NES legends, such as 
Actraiser and Super Castlevania IV. The music is so good, 
you’ll want to crack open the cart and see if there’s a 
Compact Disc inside! Five-star game play. Hook succeeds 
in every way. ” — GAMEPRO 

Hook. The ultimate 
adventure for your 
Super NES. You’ll be 
Hooked too! 


SPECIAL TREASURE! 

Receive a FREE Hook soundtrack cassette 
when you buy any NES, SNES or Game Boy 
HOOK VIDEO GAME and HOOK VIDEO 
MOVIE. See below for details. 









more copies of Sonic 2 were sold 
than any other 16-bit game in his- 
tory during its first week of release. 

• • • 

Nintendo of America is re-releas- 
ing several of its most popular NES 
games. The classics back on store 
shelves are The Legend of Zeida, 
Zeida II: The Adventures of Link, 
Punch-Out, and Metroid. Peter 
Main, Nintendo’s vice-president of 
marketing, who projected sales of 
four million NES units in 1992, said 
“We want to ensure that these time- 
less classics are available to new 
NES owners, as well as to the mil- 
lions of current owners who missed 
purchasing them the first time 
around.” 

• • • 

Among the toys Hasbro has an- 
nounced for 1993 are action fig- 


ures based on the Alien characters. 
If you remember, a 12" vinyl doll of 
the Alien was released after the first 
movie was released in 1979. it 
bombed on store shelves, but it’s 
now a collector's item worth more 
than $200 in some circles. 

Hasbro also plans action fig- 
ures based on FOX TV’s Batman: 
The Animated Series. As you prob- 
ably know, Konami has signed up 
for a Game Boy game also based 
on this series. 

The toy company’s plan for 
Steven Spielberg’s latest movie, Ju- 
rassic Park, is still under wraps, but a 
spokesperson hinted that you can 
expect a limited series of dinosaurs 
and characters from the film, which 
opens this summer. Ocean has li- 
censed the characters for a video 
game. 


• • • 

Another movie being considered for 
a possible video game is Warner 
Brothers Dennis the Menace. This 
John Hughes movie is, of course, 
based on Hank Ketchum’slong-run- 
ning comic strip, and stars Walter 
Matthau as grumpy neighbor Mr. 
Wilson. Several companies have 
approached Warner Brothers about 
a game tie-in. 

• • • 

And what’s this we hear about a 
Plastic Man movie that might star 
Bruce Willis? Nothing’s been con- 
firmed yet, but the DC Comics char- 
acter is rumored to be stretching 
from comic-book pages to the silver 
screen. 

DC Comics is evidently on a roll, 
because the company recently ac- 
quired Mad magazine, five months 
after the death of founder William 
Gaines. In the November 30th issue 



NAME: Olaf the Stout~ 
HEIGHT: 5'7" 

WEIGHT: 255 lbs. 


DISTINGUISHING FEATURE: An impressive stomach, 
and an amazing affection for Swedish meatballs. 

LAST SEEN: Dodging dinosaurs in lush Prehistoria. 

©1992 Interplay Productions, Inc ond Silicon & Synopse. AH rights reserved. Olaf the Slout is o Irodemork ol Interploy Productions, Inc 


of Magazine Week, co-editor John 
Ficarra said “They told us we’d be 
paid in kryptonite from now on, but 
they also assured us that, unlikewhat 
they did with Superman, they 
wouldn’t kill off Alfred (E. Neumann, 
the red-headed kid who’s the mas- 
cot of the 41 -year-old magazine.)” 
• • • 

The network showing of a U2 concert 
that aired November 29 on FOX TV 
combined live performance and 
behind-the-scenes footage from 
U2’s world tour — and it also featured 
Absolute's Super Batttetank: War in 
the Gulf. U2 guitarist The Edge was 
seen playing the game and talking 
about how computer and video 
games reflect reality. Battletank de- 
signer Garry Kitchen said “We’re flat- 
tered that our game is being used as 
an example of video-game realism 
— it’sagreatcomplimentthatoneof 
the world’s best rock bands recog- 





READERS’ CHOICE AWARDS 



Vote for this issue’s best 
advertisment! 

Tell us what ad you think is the 

coolest:, 

the 

freshest:, 

and the 

most informative. 

MAIL TODAY TO: 

Game Players Best Ad Cantest 
Game Players Nintendo Guide 
PO Bax 09364 
Greensbara, IYC B74E9 


Send in your ballot 
TODAY- and ynu'll 
be eligible to win 
ynur choice of a 
Game Players 
t-shirt nr Game 
Players Nintendo 
Encyclopedia! 



Name 

Address 

City 

State Zio 

My favorite ad is on page 


The title is 


If 1 win, I'd like to receive: 

EH] Game Players Encyclopedia of 
Nintendo Games 
CZH Game Players T-Shirt 







urtles, move over — 
some new amphibians are 
making their mark on 
Super Nintendo. 

The hardest -working 
toads — Battletoads, 
that is — in history 
have hopped from NES 
arcade-action game to 
Super NES in Battletoads 
in BattleManiacs . Givep 
the popularity of.Zitz, 
Pimple, and Rash, it was 
only a. matter of time 
before the heroes would 
be duking it out in 16 - 
bit graphics. 

For the uninitiated, 
the Battletoads were 
ones three game testers 
who were zapped into 
video-game characters by 
a particularly harsh 
Computer virus . Now they 
fight the evil Dark 
Queen with help from 
their mentor. Professor 
T. Bird. 

Don't be surprised if 
some of the levels in 
BattleManiacs look the 
same as in the NES ver- 
sion — our preliminary 
copy of the game had 
only four stages, but 


the snake and scooter 
levels were virtually 
identical in layout and 
hand-cramping action. 
However, this time 
around you can (again, 
at least in our early 
version) slow down the 
action by pressing the L 
or R buttons. This makes 
the game more enjoyabl'e 
and less frustrating 
than its predecessor. 
There's a two-player 
option, too, but. that 
can make the action a 
lot more challenging. ♦ 

The comic animation — 
the 'Toads can turn 
their fists and feet 
into objects such as 
anvils or cymbals — 
looks terrific on Super 
Nintendo, and the char- 
acters are a lot bigger, 
too. While we emphasize 
that we saw an incom- 
plete version for our 
special preview, what we 
saw was really impres- 
sive. If the rest of the 
game looks and plays 
like what we've seen, 
then BattleManiacs is a 
must-play adventure. 

Jonathan Gagnon 
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Watch the door for. 
enemies, then use your 
super- fists to knock 
them out of the park. 


Watch the shadow to see 
where this 'rock boss 
lands . Hit him with 
your feet' as he tries 
to hop away. 
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Follow the shadow of the 
enemy's scooter to 
know when he drops 
k over the wall. 
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1 GRAND PRIZE 
COLLECTION OF 
OCEAN GAMES! 


SSlfiUMfa 


10 SECOND PRIZES 

Your Choice of an 
OCEAN GAME!! 


Lethal Weapon™. Cool World ' 
Radio Flyer™. Robocop™3, 
Push-Over™, Addams Family™ 
AND Pugsley’s Scavenger Hunt- 


B 


10 THIRD PRIZES 

Game Players 
Encyclopedia of 
Nintendo Games! 


10 FOURTH PRIZES 
Official Game 
Players T-shirt! 


ALL ENTRIES MUST BE RECEIVED BY MARCH 31, 1393 

V ■ ■ ■■V ■ ■ h ■ Va ■ JY ■ ■ ■ ■■■■ ■■■■■■■ 


MAIL TO: Game Players Lethal Weapon Sweepstakes 
P.O. Box 29364 
Greensboro, NC 27429 


Name 


Address 
City 


State 


Age 


d like to receive 


Ocean is a registered trademark of Ocean Software Limited. Lethal 
Weapon, characters, names, and all related indicia are trademarks of 
Warner Bros., a Time Warner Entertainment Company ©1992. All Rights 
Reserved. Game program© 1992 Ocean Software Limited. Cool World 
Isa trademark of Paramount Pictures. , ® & B 1 992 Paramount Pictures. 

All Rights Reserved. Ocean Software authorized user. Game program 
1 992 Ocean Software Limited. The Addams Family logo Is a trademark I 
ot Paramount Pictures. ™ & © 1991 Paramount Pictures. All Rights I 
Reserved. Ocean of America Authorized User. The Addams Family™ 
Pugsley’sScavengerHunt™© 1992H-BProductlons. All Rights Reserved. | 
Based on the characters created by Charles Addams. ™ designates a I 
[trademark of Paramount Pictures. Game program © 1992 Ocean I 
Software Limlted.Robocop IM 3 & © 1992 Orion Pictures Corporation. ' 
| All Rights Reserved. ™ designates a Trademark ot Orion Pictures Corpo- . 

Game Program " 1992 Ocean Software Limited. Pushover '. 1991 . 
Ocean of America, Inc. [ 

Super Nintendo Entertainment System, Nintendo, Game Boy and th 
official seal are registered trademarks of Nintendo of America Inc. GP 
Publications, Inc. is not affiliated in any way with Nintendo of America I 
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Cool World™ 






Robocop™3 









Puqslev's Scavenger Hunt-' 
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; It’s not easy getting by the 
Ewamp Hag’s giant trash com- 
pactors. Jump to the platform 
between the two presses, then 
quickly jump straight up to 
avoid being turned into a caped 


Fly around the Limbo Zone 
clockwise to find a plethora of 
one-ups and other goodies, 
along with more aliens to re- 
charge your flying power. 
When your flight power is gone, 
find a stationary rock to stand 1 
on and jump in place until time 
runs out. 



When you materialize on a rock, step off the left side and 
drop straight down. You take a hit when you land on top 
of this alien critter — shoot it quickly for a flying icon. 



in the Eubterranean Pipe, go all 
the way up or down to find the 
way out — all the side pas- 
sages are dead ends, and the 
few bonus items you can find 
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FUN.FUN.FUNH 


I life in quiet Chinolond was suddenly thrown into 
ter the Universal Peace Conference wos over. The 
concerns kept growing until Jack and Ryu decided to 
settle the problem. The places they visited during their- 
were:Chinalond, Mysteryland, Fairyland and Future- 
nore they advanced, the more suspenseful it became, 
found out was a devastating plot. 

»ds of exciting action, cool items, neat vehicles, great 
i magic spells available. They are all yours to blow 
out of the way of the once peaceful Chinaland. 


Emperor's < 
go out and 
expedition 
land. The n 
What they 
There ore Ic 
attacks, one 
adversaries 




WHAT IS THE NEW HIRYU 
NO KEN SYSTEM? 

THIS GAME HAS FOUR DIFFERENT MODES. 
RRST, YOU CAN ENJOY EXCiTiNG ATTACKS 
AND ARE NOT REQUIRED TO DEFEND YOUR- 
SELF IN FIGHTING MODE SECOND. EXPERT 
MODE FOR FIGHTING MANIACS. ITS GOT JOINT 
TWSTING. OVERTURNING. COMBINATION TECH- 
NIQUES AND MUCH MORE THE RRST VIDEO 
GAME THAT LETS YOU PLAY A FULL SCALE 
RGHTNG GAME FOR BEGINNERS AND THOSE 
PEOPLE WHO ENJOY THE STORY. THERE IS 
COMMAND BATTLE STYLE ANIMATION MODE 
AND VS TOURNAMENT MODE THAT LETS UP 
TO EIGHT PEOPLE PARTICIPATE IT'S A SUPER 
GAMESYSTa? 

NEW HIRYU NO KEN SYSTEM/ 

l " "i 

STORY MODE / ACTION MODE / 

-r=^T”r 

FOR THOSE I FOR PIATEK I REAL FI6HF1IIE IFKJOT THE | 

"S7 ET/"/«f Si 


E 


XPERT MODE 


HIRYU NO KEN SYSTEM WAS 
REFINED AMAZINGLY,. 

UBR9 I 


"IGHTING MODE 


YOU CAN ENJOY EXCITING FIGHTS 
WITH SIMPLE OPERATIONS. 


l NIMATION MODE 


IS MUCH MORE FUN 
INGI 
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nunicn 

2inl FLYING WARRIORS. 


THIS GAME HAS FOUR MODES IN IT. IT'S ALMOST LIKE TV/0 GAMES IN ONE CARTRIDGE! 


FOR ALL GAME PLAYERS 
FROM BEGINNERS TO 
EXPERTS!! 
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OPERATION MODES ARE AVAILABLE. 


i 














When making your way up 
the Swamp Hag’s tree, wait 
a moment before you jump to 
a new platflorm — more 
swamp fungus usually falls in 
the same place. The ice plat- 
form crumbles after a while, 
so try to reach the branches. 


Aye carumbat The Swamp Hag 
gives ugly a bad name! Freeze 
her with your cold breath, run 
up and hit her once, then 
back off and wait for her to 
attack again. 


It’s nearly impassible to swim 
against these undersea vents. 
You can quickly hit the jump 
button for an extra boost, but 
it’s better to swim under them 
and come back around to grab 
bonus items. 










Get fixed up for the fastest phaser fight in the universe. You’re flying the 
Phalanx A- 144. Blasting beastly Bio-Weapons. And no matter how 
big the buggers get, they never seem to slow down. We’re talking 
certain doom -in 3D! So buckle up, bub. It’s phar out. MEMCO 

Also: Gear up and go for it with TOP GEAR, the HI Super NES race game, DR. FRANKEN, Kemco's 
new monster hit for Game Boy®. And KA-BLOOEY, the mind blowing puzzle game. 



• registered trademarks of Nintendo of Americ 


61992 Nintendo of America Inc. © 1992 1 




The rest of the sunken volcano is a long series 
[ of difficult jumps. Don’t stand too long on the ^ 


The underground citg is a giant 
maze. Most routes lead back to 
the beginning, so it takes thor- 
ough exploration to find your 
wag. Don’t grab everg power 
‘ icon you see — leave some 


short sections as you move across the broken ■ behind for the next time you 


bridges — they collapse under you! 


"I pass through. 


I Lava Man is tough, but not impossible. Stay on the platform you 
start on, get near the one edge or the other, and wait for him 
to rise beneath you. If you’re close to the edge, it’s easier to 
i hit a water drop with your cold breath, and you can jump straight 
up to avoid his lava-balls, too. Take gour time — Brain-D the 
Magnificent awaits! 









Is this truly X-cellent or what? Now you can X-terminate your enemies 
in truly X-pert style, with the first Super Scope game that uses on-screen 
cross-hair sights. It's the shoot-from-the-hippest game ever invented, and 
it'll drive you X-tremely wild. So get that Super Scope off y our | 
shoulder and zero in on the X-Zone. 


Also: Gear up and go for it with Top Gear, the #1 Super NES race game. Phalanx, the hyperspeed 
Super NES' U shootout in space. And Dr. Franken. Kemco's new monster hit for Game Boy?' 



trademarks of Nintendo of 


e. ©1992 Kcntco America. Inc. 



I ata East makes its mark an the Super NE5 with 
this revamped version of an arcade classic. In the 
new Dragon s Lair, Dirk the Daring is pitted against Singe 
the Dragon and his evil master, the Lizard King, and 
must once again rescue his beloved. Princess Daphne. 

Although the plot mag be overwhelminglg familiar, 
game play isn t. Fans of the original laserdisc coin-op 
game will find this version completely different [and 
those who played the NE5 and Game Boy ver- 
sions won t see much that s familiar, either). 
While it still revolves around the 

same characters, the same 
castle, and the same 
quest, the interactive 
cartoon premise has 
been scrapped for a more 
traditional side-scrolling 
action game. 

As Dirk, you search 
through room after room after 
room, finding new items and 
passages along the way. There 
are many different creatures to 
fight, and many different weap- 
ons with which to do battle. A 
password feature lets you save your 
adventure along the way. 

Dragon s Lair is a beautiful game, 
the hazy skies to the musty dungeons. It 
great, too. In fact, there isn t much about this 
that isn t good. So while fans of the arcade ver- 
sion may miss the old formula, most game players 
should still get a kick out of rescuing Daphne. It s 
hack n slash action in a mighty medieval manner! 


CHRI5 SLATE 


Data East; 1 850 Little Orchard Stre^ 






Pop this sucker in your Game Boy,® and take off on a monster search for 
Franky's beautiful ghoulfriend Bitsy, It seems her bones and body 
parts have been scattered through seven levels of horrible creepy | 
castle. And there are 230 rooms full of slimy things in your 
way before you get to the Life Machine and put her back together. I 
So hit the switch! And bone voyage. 



Also: Gear up and go for it with Top Gear, the #1 Super NES ™ race game. Phalanx, the hyperspeed Super NES'" 
shootout in space. And Ka-Blooey, the mind-blowing puzzle game. 


Nintendo." Super Nintendo," Game Boy* and the official 1 


j-isiered trademarks of Nintendo of America Inc. £1992 Nintendo of America Inc. ©1992 Kemco America. Inc. 



You can change 
many of the 
game’s parameters 
— music, extra 
lives, and so on — 
from the Main 
Menu. And from the 
Options screen, 
you can 

reconfigure Dirk’s 
controls to fit your 
own style of play. 


— j i ; '• ' r-44 When you first enter 
- ' ■ - ! 1 the Lizard King’s 

: t '~y 7 castle, only one 

■ - ~ room is visible on the 
map. However, as 
' ■ you explore, much 

more is revealed. Sometimes a room has two 
exits, with only one of them leading anywhere 
new. 


Each leg of 
the game 
consists of 
more difficult 
versions of 
the last leg’s 
rooms, 
followed by 
a huge, 
monstrous 
boss. 


Advance slowly 
through most of 
the rooms — 
little nasties like 
this snake spring 
up at a 
moment’s 
notice! 
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These jewels hold items and 
weapons that Dirk needs to 
complete his quest. Hack them 
open with your sword, then identify 
them before picking them up. It’s 
possible to end up with a weapon 
you don’t want 
by leaping 
before you 
look. 


Here’s a tip for the first room 
that’s also good strategy for the 
entire game — jumping on this 
balance beam fires this anvil 
up and onto the platform to 
the left. The platform then 
sinks to your level, opening 
a new path to the left. 










Out Of This World 1 
forSNES’ 


GAME PLAYERS ENCYCLOPEDIA 
OF NINTENDO 6 GAMES! 


OFFICIAL GAME PLAYERS T-SHIRTS! 


Track Meet™ 
for Game Boy 6 ! 


Address 


ALL ENTRIES MUST BE RECEIVED BY 
MARCH 31, 1993 


Tel. Phone # 


MAIL TO: Game Players Lost 
Vikings Sweepstakes 
P.O. Box 29364 
Greensboro. NC 27429 


The Lost Vikings or 
H Track Meet 


If I win an Interplay game, I’d like to receive: | 

H Out Of This World or g|| RPM Racing or 
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This floating dragon’s head appears 
whenever Dirk sits around without 
doing anything. It can be easily 
downed with a sword stroke, but things 
get a little more complicated if it 
shows up when you’ve already got 
your hands full. 


Some levels are pitch dark, making it 
almost impossible to see anything 
that’s not right beside you. 


This giant 
snake is the 
first boss Dirk 
faces. Avoid 
the smaller 
creatures as 
best you can 
while leaping 

and attacking the snake with thrown weapons. 
Keep an eye on the clock, too — it’s your worst 

enemy here. 


Remember that Dirk’s sword isn’t his only weapon. Daggers, 
axes, and even throwing stars are hidden inside of jewels. 
Unlike the sword, you can use these weapons to attack while 
you’re jumping. 




TECmO* SPORTS 


ARE YOU READY FOR REAL 
ON 5 FULL COURY 

Nj action? 



★ 1 or 2 player action 

★ Up to 27 player competition 

* All 27 NBA Teams 

* Full court 5 on 5 action 

* Team & player statistics 

★ Regular, reduced, or short season 


* Call offensive plays 

★ Time-outs and overtime 

★ Substitution & penalties 

* Steals, blocks & penalties 

* Back-up battery (season saver) 

★ Programmable win/loss stats. 



for the Super Nintendo Entertainment Systems 


★ REAL TEAMS ★ 

★ REAL PLAYERS * 

★ REAL BASKETBALL ★ 





NINTENDO OF AMERICA 
GAME BOY 


$A\fE$ THE OAy £ 

Imaoine a snecial nlace 


Imagine a special place 
called Dream Land where the 
residents use Sparkling Stars in both their 
play and their work. Everything is peacelul, and everyone 
lives in harmony until — you knew it was coming — King 
Dedede, with the help of a band of thieves, takes all the food and 
Sparkling Stars for himself. 

Without the Sparkling Stars, the Dream Landers have no way to gather food. 
But don’t despair — Kirby, a young Dream Lander, decides to go to Mt. Dedede and 
recover the Sparkling Stars. 

Well, gamers, the storyline might be a little kooky, but Kirby's Dream Land is 
very impressive. Your character, Kirby, looks like a ping-pong ball with wings whose 
main weapon is his mouth. He gobbles up enemies, then spits them as missiles 
aimed at other enemies. Kirby can also use objects ranging from candy to spicy food 
to microphones to his advantage. It’s fun to watch, and fun for players of all ages 
to control. 

You must transverse live stages that scroll both horizontally and vertically. 
The graphics are excellent, and there are plenty of scenario screens that keep you 
smiling. If you’re looking for a cute game with good graphics and an original 
concept, then you won’t be disappointed with Kirby’s Dream Land. 


Inhale your 
enemies, 
shoot them 
with air pel- 
lets, or do 
diving attacks 
on their 
heads. 





PLAY THE GAME REVIEWERS ARE LOSING SLEEP OVER! 

Battle the mighty Homer Kong in the game Game Players called “An SNES 
Dream Come True!” Enter the world of Itchy and Scratchy in Entertainment 
Weekly's at rated SNES video game! Vanquish vile villains as Bartman in 
one of Video Games and Computer Entertainment staff’ s "favorite games!” 
Check out the amazing eye-popping graphics, Bart's real digitized voice, 
dazzling action and game play that'll keep you up all night! 






The giant star takes you to 
bosses or warps you to different 
parts of the stages. 


The magic food 
bag restores all 
your vitality. 



When fighting Poppy Bros. 
Ir., stay to the left and 
inhale his bombs so you 


Use the microphone to 

I sing your enemies to 
death. Wait to use it 
until there are a lot of 
. them on-screen. 


It’s you against Wispy Woods — 
inhale the fallen apples, then 
spit them into his face. Stay in 
the middle to dodge his air puffs. 
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Sc : 75580 _ 

Kirby 00000 • Qxp? 


Check behind these 
stage 3 star boxes to * 
find a secret passage. 
There’s a nice one-up 
waiting for you. 


■pe you can’t destroy 
le cannons, wait until 
there’s a break in the 
shooting to continue. 


| \ j v J 

This guy 

S 0 

is 

jajCL < 

shoots a 
stream of 
bullets. Wait 
until they’re 
pointing the 
other way, 
then take him 



| -a <3 <a <a 1 

out. 

Sc : 69300 _ 
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the brains behind Secpai CD™ 


What are the technical advantages of Sega CD? 

Basically, it offers massive storage, which means we can now use real video action. A 16-bit cartridge could only hold a few 
seconds of motion video. But the CD holds over 500 megabytes, so you can now play for hours, interacting with real video. 

don’t wear pocket- 


So the games will be more realistic? 

Yeah, way more realistic. We have a second processor and a special graphics chip, so our zooming, scaling, and rotation is 
incredible. And we use a lot of real-life video you can actually interact with. Characters will speak to you and harass you. 




What do you mean “interact”? 

For example, there’s a game called "Night Trap’,’* that uses all real-life footage with real actors, and you control the action. 
You have to rescue girls from a house full of ghouls by operating a surveillance system, and trapping them in different 
rooms. It's like controlling the plot and the action of a real movie, from start to finish. It’s pretty wild. 


held together with tape. 


Do you have a personal favorite CD game? 

Yeah. I like the INXS music video game, where you can re-edit their videos with different special effects and graphics. 
The sound on all the CD’s is pretty amazing; it’s just as good as an audio component. Plus we’re using a lot of original music. 
When you hook it up to your sound system, it's like playing in a whole new realm. It's really amazing. You forget where you are. 

(Those guys work for our competitors.) 
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The mint leal lets you 
shoot air pellets in 
rapid-file. 


Hit the scarfy crea- 
tures with air pel- 
lets, but don’t stand 
too close — they 
explode! Don’t try to 
inhale them be- 
cause they turn and 
attack you. 


To defeat Kracko, stay 
against the left-hand wall 
so he can’t touch you, then 
inhale the creatures he 
throws and shoot them 
back at him. 


Go inside 
this moon 


You’re finally 
face-to-face 
with King 
Dedede. Inhale 
the stars that 
appear when he 
slams the ham- 
mer, then let 
him have it. 


It’s Kracko again, and he’s ready 
for revenge. Watch his stream of 
bullets as you jump in the air and 

ffSwa at kim 











house, orbit' 


through the air i> 


to get back to the 


FEATURES: 


•Placeable track and platforms which you control 
•Breakaway tracks that let you move from one 
track to another when you want 
•A special bonus level 






WereBats and trolls abound in Qaladonia. WereBats drop 
potions and apples when defeated, and trolls completely 
replenish your life Bar; however, they get tougher to kill as 
you move from Cjaladonia to other areas. Cjo Backi to 
Qaladotiia when you need to stockup on life and magic — 
easier Battles make it worth the trip. 


‘ Dungeon 1 is a good zvartn-up area, But the 
nc?(t-todast room is a puzzler. %un clockwise 
around the perimeter so ghosts get “caught " 
on the inside comer. 





SONY IMAGESOFT/SU 

SONY IMAGESOFT; 9200 SUNSET BLVD.; SUE 


:r nes 

!20; LOS ANGELES, CA 


‘Bonchead moves in a regutar pattern, hut he 's too fast to run away 
from if you 're caught in the open. Stay in the tozver comers and 
wait for him to turn to you, then aim for his eyes. It takes a while, 
hut his expfosion is satisfying. 


Since knights' chest- 
pfates are impenetrahfe, 
you must shoot them in 
the hack, 'VHhen they're 
aft dead, fookfor a secret 
door in the far-Ceft cor- 
ner — check, uff four 
waffs of every room he- 
jore moving on. 


ears have passed since Shadax. 
the sorcerer endured the triafs of 
theSofstice. Cjafadonia has heeti 
peacefut ever since, hut then 
Shadow fet down his guard, and 
an evif sorceress named Sonia 
brought a new age of darkness 
upon the (and. 

Sonia zvas once Shadow 's 
student, hut she used the krtowf- 
edge she teamed to imprison her 
teacher and set (oose a reign of 
monsters. Cjafadonia 'sontyhope 
ties with you, the son of Shadax 
you must journey where onty 
your father ever dared to go — 
as there is fight and darki so 
there is sofstice and equinox, 
yours wiff he the path oj equi- 
nox ; 

"‘Equinox is the Super JjjES 
sequefto "Sofstice', the mother of 
aft puzzfe games. Ehe 16 -hit 
graphics took, simp fy fantastic, 
hut he warned: "Equinox, is not 
onfy farger, hut it 's also an en- 
tirety new dimension oj chat- 
(enge. Ehis is not agamefor the 
inexperienced or the easity dis- 
couraged — or for anyone who 
just wants to zoife azoay an af- 
ternoon. It is a game for players 
who (ike to use their hrain as 
much as their ref (exes, and zvho 
have the time to invest. Cjood 
fuck! 

JEFF LUNDRIGAN 




Quetzalcoatl isn 't too tough — 
(ike af( the bosses, he moves in a 
regular pattern, and since he pops 
off the floor when hit, you can 
make him jump right over you in 
a tight spot. 


I He also shrinks when he takes 
2 damage, hut watch out when 
**■ he 's one bo^high — spikes grow 
! out of his sides, and he starts 
P spinning around the room. Stay 


Sis timing becomes more impor- 
tant, remember that you can hang 
wed off the edge of bricks to get 
a little e7(fra distance. Jump just 
as the rising brick, reaches its 


0 ' The spinning devil stuckjn the comer holds a 
token and must be destroyed. ‘ 'Don 't even try 
/ to get in there zvith him though — use your 

1 Damage spell. 
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You've Seen Dogfighting. 



Now Experience Super Dogfighting! 



Beads of sweat crawl into your eye 
sockets. Chills shoot up your spine. Fingers 
fumble for control. That's what you can 
expect when you squeeze into the cockpit 
of Super Strike Eagle, the most realistic flight 
simulation ever created for the Super NES™ 

Super Strike Eagle will challenge you with 
outrageous aerial dogfights in 7 explosive 
war theaters. Each brought to life by vivid graphics and 
eardrum-popping stereo sound! 



Twist and bend your way through enemy 
fire with wild roll and pitch functions. 
Vaporize enemy targets with awesome 
firepower. Blast a friend clear out of the sky 
in head-to-head competition mode. Or, bark 
commands at your friend as you fly together 
in the same F-l 5. 

Super Strike Eagle from MicroProse. Any 
other flight sim is for the dogs. To order, visit your favorite 
retailer or call 1-800-8 7 9-PLAY! 


PROSE O SUPER NINJENDO 

BUM — 



It 's safe to stand in 
the tzvo upper comers 
of the room, hut you 
can 't hit t Vinchafrom 
there. Use them onCy 
for retreat. 


‘Dungeon 5 is full of odd surprises. ‘Believe it or not, you can reach 
the second "stair" by jumping off the center platform. If you try 
angling for the bottom stair, you just land on the spikes. 


‘J'our first impulse 
may he to hill this 
ghost, hut that 's the 
ivrotig approach. 
Stand on the brick 
in the upper comei 
until the platform 
(t Many plat- 




moves, 
forms from here on 

move only if you stand on them, sometimes for afciv ^ 
seconds.) flop off once the ghost has been trapped in * f* 
the comer. 


Bush this hriclidozvn on top of 
the ghost, then free the spirit 
from the comer, come backjo the 
upper platform, and hop onto 
the bricf^ he's nozv “carrying." 
9feat, huh ? 
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Toho; 2049 Century Park East; Suite 490; Los Angeles, CA 91 



Bfc Simply put. Space 
L Megafarce is a shoot- 
k er. You’ve seen games 
I like this before, and 
I you’ll probably see 
" more in the future, but 
you may not see many 
this good. The action is 
fast and furious, and the 
screen is as crowded with 
enemies as you might 
expect. But the most 
amazing thing about it is 
that there’s na slawdawn/l 
That’s right, none* 
Considering that every 
other SIMES shooter land 
many games in other 
genres] has suffered from 
slowdown and flickering 
sprites, this puts Space 
Megafarce in a league of 
its own. Add that it’s also 
a top-notch game, and 
you’ve got a shooter 
worth writing home 
about. - - 


* n the gear " V 

3048, Earth is sud- 

B attacked by 

i/vn galactic w® 
s. Hastily throvijn 
ether multina- 
anal troops prove 
useless against 
thp onslaught 
from above — the 
ties of Earth are 
I reduced to rubble. 

mankind’s final hope 
i lies in the advanced 
super-fighter, the ED- 
057. modified for space 
flight and outfitted 
with the most advanced 
weapons, the ED-057 
rockets into the solar 
system to find the 
source of the Earth’s 
enemies and destroy 
Them, j tr; v 




"Overlord has turned me into a ruthless, power- 
mad planet-grabber.” Tom Malcolm, info 

“Very much like a fusion of Sim-City and Risk... moreover, it does this 
without being a rehash of either of those games; OVERLORD has 
a style all its own." compute 

"What makes overlord standout is how detailed yet easy to use the 
system is and how well thought-out the game is. This one will be 
a sleeper hit!" QUESTBUSTERS 

“The graphics, music and sound effects are top notch. The look and 
feel are what set overlord apart from other games of its genre. 

It flows easily from one part to the next... makes learning and playing 
a breeze.” INFO 

"Pre-release critics say overlord is the first computer game to take 
science fiction seriously." PRESS publications 


For pricing and orders, please call 8M-VR 
Visa, Mastercard, American Express, and 
checks accepted. 

MMTENOO and NINTENDO ENTERTAINMENT SYSTEM m 


OVERLORD is a trademark ot Virgin Games, Inc. 

Virgin is a registered trademark ol Virgin Enterprises, Ltd. 
01991 Virgin Games, Inc. All rights reserved. 

Designed and programmed by PROBE. 
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KNOWING YOUR 

' SJ * J mi 

Of flie eight available weapons, only 
four are worth picking up. In fact , grab- 
bing tbe wrong weapon is a guick wag 
into an early grave. Use these four; 


l_LL"LZLUil= Although nearly 
useless in lower levels, surround 
yourself with this spinning field of 
destruction in higher levels. The 
circles pass right through ob- 
stacles — something most other 
weapons can’t. 


ItLLfcZfcILLLzrt 

The main ad- 
vantage with 
missiles is that 
they home in 


on enemies. 
Slow and not 


terribly powerful, they’re still handy on 
some levels, since the missiles fly over 
some obstacles. 


I P P'1 -1~!~ Probably the best 
all-around weapon, it lets you 
switch between homing fire and 
straight shots. When in doubt, 
go for the laser. 


k'LLLLl_L[lLUr LLU-LUt 

Your original weapon is actually 
one of the best. It gives you 
different fields of fire from which 
to choose, including a 3BD° pat- 
tern at level 6. 
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The area 1 bass, Zalbo, 
is easy to beat: if you 
keep your cool — and have 
lots of firepower. Destroy 
the yun turrets, avoid the 
attack sphere by waiting, 
then dodge up or down 
when it charges. 


Area 3 is pretty short. The 
boss shows up from time to 
time — don’t go out of your 
way to shoot it until the end 
of the stage, then stay at the 
bottom of the screen and keep 
firing. 


yThere’s cool scaling and 
rotation in area 0 as you fly 
over the giant space station 
Lono, destroying gun and mis* 
sile turrets with each pass. 
Lasers and a careful use of 
bombs see you through. 


Jannel is pro- 

'W j ■ , tented by an invin- 

" cible outer shell. Use 
a homing weapon or one that can fire in any direc- 
tion and wait for the shell to open, then destroy 
the homing drones Jannel launches. In a pinch, you 
can zip through the openings. 


1017850 
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LETHAL WEAPON 



are back as 
again, fight 
Beets of Los 
|\eves, and 


m 


» pgs . 

stacles im^M 
igming adventure yol 


1855 O'Toole Ave. 
Suite D-102 
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turrets are hidden 
behind walls in 
area 7. You must 
destroy the wall 
before you can 
knock out the 
gun, so don’t get 
lazy and get 
blown to bits 
while you’re not 
paying attention. 


Area 8 is especially 
dangerous: Lethal chunks 
of metal break off the 
surrounding orbital plat- 
forms when they’re hit, so 
don’t shoot unless you’ve 
got something to shoot at! 


iv^You meet the final boss 
several areas later — a hid- 
eous, multi-headed, nasty 
creature if ever there was 
one. If you survive area 8, 
you should make it here 
without top many problems. 
Beating the ugly boss, how- 
ever, is another story! 


^ [When you 

y •* face Carrier 

IXJont, your best 

L— ■ ■ ■ bet is a homing 

weapon. The boss and its four surrounding 
pods circle the screen, then stop and circle 
back, so keep moving. After it’s taken 
enough damage, the outer hull breaks away 
and the pods come after you. Get close to 
the main hull and move around in a tight 
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Vince Matthews 



Rex punches 
and stomps. 


Blob 

Bouncers 
can be 
helpful — 
harmful. 
They act 


ake the game 
play Of Super 
Mario World, 
the surprises of 
Castlevania IV, add the 
cutest Stone Age char- 
acters since The Flint- 
stones, then roll it into 
one game — you’ve got 
Dinocity! 

Based on Disney’s 
Adventures in Dinosaur 
City, Dinocity is the Story 
of two children who get 
transported back to the 
Stone Age. Once they’re 
back in the past, they 
befriend Rex and Tops, 
two dinosaurs. The kids 
must rely on their own 
ingenuity and their pre- 
historic buddies brawn 
to help them retrieve a 
fuse that’s needed for 
their time machine. 
Without that fuse, 
they’re stuck in the 
past forever! 

Highlighted 
graphics and an awe- 
some soundtrack, 

{^ inanity 

addition to 
Nintendoiineup 


Timmy and Jamie 
accidentally trigger 
a secret experiment 
that transports them 
into the video 
monitor and hurls 
them into the past. 


The Rockys are 
mankind's 
backward 
ancestors. 

Their bearded 
Cousins carry 
eggs, and one 
of them stole 


polmes as 
long as 


their teeth aren’t exposed. 


Cindy hangs out 
with the Rocky 
gang. When she’s 
around, look out! 
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QUESTIONS 
& ANSWERS 



How do 
I reach 
is 


and 

hearts? 




Ose the Blob 
Bouncers to 
catapult into 
the air — hut 
make sure 
their mouths 
are closed. 








0 Does it matter which 
» door 1 take? 


Why can’t I get in 
the door alone? 


« Yes, the 
0 dark doors 
lead you to 
bonus 
stages and 
reveal 
shortcuts 
to your 
goal. 


7 1 1 You and the 
dinosaur work as a 
team, so you must have 


The darker doors lead to 
bonus rooms. 


UdVCI I I I wl C yiUUIIU UIIU 

gather more items. 
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Can I avoid 
the blobs? 


Yes, stand to one side 
and let Tops punch 
them off the ledge. 





do I reach the door in 


Use your head — 
or, rather, Cindy’s 
head. Hop on, 
then jump away! 






SET 
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The rollercoaster, ferris wheel, and log rides make 
stay on your toes! 


Always work as a team. 
Here, hop off the dinosaur 
to trigger the steps. 


The Worm Brothers are the 
bosses of stage 2. Use 
Rex’s arrows to strike them 
in the head. Watch out for 
their air blast! 


In Gopherland, 
check below the 
level for secret 
places and 
hidden eggs. 


GR 
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BASED ON 
THE ARCADE 
' SMASH! 


mmm 


linn 


Super High Impact for Genesis brings the fast-paced action of the 
BONE-CRUNCHING arcade smash home. Choose from 18 hard-charging 
teams and over 30 plays, from a red dog blitz to a never-say-die super fly. 
“Yer Toast” if the HIT-O-METER rates your tackle ‘‘Dweeb”, but you can 
settle the score with an all-out team brawl! 

Stop watching from the sidelines... This is football action so real... 
it’s Bone Crunching! — 


mnmmam 


ARENA 


D 


OVER 30 OFFENSIVE 
AND DEFENSIVE PLAYS! 


SETTLE THE SCORE WITH 
AN ALL-OUT BRAWL! 


N I CKED H I T 


I I I I J I I I I I I I 1 1 j I I I fyu I / 

BONE-CRUNCHING 

TACKLES! 


Super High Impact “ ©1991 is a registered trademark of Midway 3 Manufacturing Company. Used by permis 
of Arena Entertainment. ©1992 Arena Entertainment. All rights reserved. 


are trademarks ol Sega fcnteipi 


i. Sega and Genesis . 


r.a Entertainment' 1 ' is a trademark 
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Bay Plaza; Suite 540; 1350 Bayshore Highway; Burlingame, 
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Tipping the bar- 
maids can also 
bring useful infor- 
mation. This lady 
tells you that 
someone’s looking 
for you in Tunis, 
then gives you the 
part’s location. 


Always stop by 
the inn of any 
new port. Here 
you can gos- 
sip, find 
mates, and 
hire crewmen. 
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money 


make 


The mer- 
chant: of 
Tunis 
wants 
you to 
find 37 
crates of 
iol 


and he s williny to pay well. 
Before you leave town, stop 
by the inn and yossip until 
someone yives you a tip on 
where you miyht find the 
caryo. 


Check your sextant 
often as you sail for a 
new port. This must be 
the place! 


While in 
the IVIedi- 


As you sail off to get 
the wool, stick dose to 
shore. Until you buy a 
telescope, you won’t 
be able to spot new 
ports until you’re right 
on top of them. 


With your new-found 
wealth, why not buy your- 
self a shiny new telescope? 


[Mow that you’ve 
found wool in 
[Maples, get back to 
Tunis and collect 
the rest of your 
payment! 


Don’t forget to 
gossip — someone 
in Pisa is looking 
for you! 


selling artwork from Pisa. Val- 
encia, to the east, pays well 
for a little culture. 
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Buy a larger 
ship or two as 
soon as you 
can. They’re 
expensive, but: 
the increased 
cargn capacity 
soon pays far 
itself. Improve 
yaur existing 
ships with new 
mastheads and 
better sails. 


As your fame increases, the 
King of Portugal hears of you 
and asks far a big favor. Da it! 
The king pays well, and he can 
promote you in rank. 
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CAMERICA 

IVES 


Patrick McGee 


T here's a new buzzword in the 
world of Nintendo-compatible 
cartridges — Bee-52. Y ou're a busy 
little bee in this action game, col- 
lecting a set amount of pollen from 
flowers while avoiding dangerous 
obstacles and honey-stealing ants. 
Luckily, you're one bad bug once 
you power-up your weapon arse- 
nal. 

Your real challenge is learning 
to fly. You must be made of rubber 
because if you fly into an object. 


Get a free bomb by 
exploring this last 
ground hole in level 1 . 


Use the secret code, 
R-A-B-A-B Start, on the 
Get Ready screen to 
begin with a Junior 
Bee Guard. 


you don't just bump it — you 
bounce off wildly. So take your 
time and fly carefully. The tricki- 
est obstacles to navigate around 
are the sprinklers; it takes perfect 
timing to get past their sprays of 
water. 

As you search for flowers to 
pollinate, keep an eye out for those 
bothersome ants and sting them 
before they reach your hive. Spider 
webs are a sticky problem, 
and if you're caught in one, 
your only defense is a well- 
placed stinger as the spi- 
der comes to claim his 
dinner. 

But your weapons usually 
provide the best sting. Each time 
you shoot a firefly, you earn weap- 
ons such as bombs, mega-shots, 
three-way shooters, shields, super- 
stingers, and other top equipment. 
The best combination is to get the 
rapid-reloader and autofire. 

Because. of its theme, Bee-52 
might initially appeal only to 
younger players. And despite its 
interesting scrolling b ackgrounds, 
the graphics are only average. The 
unique theme and 24 lev- 
els help, but play control 
can be a bit tricky so it's 
best to "bee" patient and 
not let its simplicity "bug" 
you. 


GP 


Sting ants before they 
steal your honey from the 
hive. 


Watch out for 
sprinklers — 
perfect timing 
the only 
to pass. 


Enter the last flower on level 1 
without collecting any pollen, 
and you warp to level 4. 


Shoot fireflies for specialty 
weapons. 
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l\IES 


Michael Poole 


Avoid spikes at 
all costs. You 
can’t destroy 
them, and 
contact drains 
you of energy. 


Use eggs to 
eliminate enemies. 
This evil cop was 
bowled over by Jake’s 
mighty kick. 


Always grab any 
floating hearts 
— they’re good 
for a one-up. 


Talk about mass 
production! Time 
your jumps carefully 
get down this 
belt 

without losing 
valuable 
strength. 


Wh 


rhen John Belushi and Dan 
Ackroyd starred in The Blues Broth- 
ers back in 1980, it wasn't well re- 
ceived — although video has made 
it a cult favorite. Down the line. The 
Blues Brothers video game might 
turn into a cult favorite, but for now, 
it's a disappointment. 

The premise for The Blues Broth- 
ers is simple. Jake and Elwood Blues 
are back in town for another rock 'n' 
roll show. Unfortunately, Sheriff 
McGraw has blocked all normal ac- 
cess to the concert hall, so the duo 
must navigate its way through de- 
partment stores, prison, and even 
sewer systems to make it to the stage 
on time. On their way, they encoun- 
ter an odd assortment of enemies, 
including sharks, dogs, spi- 
ders, and even policemen 
(one is appropriately name 
"Quiet Riot"). There are also 
floating spikes on every 
level for a little danger, and 
floating hearts to supply you 
with extra lives. 

As either Jake or Elwood, 
your main goal is to avoid 
contact with anyone or any- 
thing that could keep you from get- 
ting to your gig. You have only two 
weapons at your disposal — both 
the eggs dropped by birds or the 
spiders lurking around can be kicked 


Even though the Blues Brothers 
must make it to the show on 
time, they can still shoot a few 
hoops. Sink the egg in the basket for 
a bonus. 


at your enemies. No score is kept — 
the only indicators are for remain- 
ing lives and energy. 

The Blues Brothers does have a 
few nice touches. Jake and Elwood 
grab their hats when they take fly- 
ing leaps, and Jake's gut jiggles 
when he runs. This close attention 
to detail is about the best thing this 
game has going. 

The bottom line: There isn't very 
much excitement in The Blues 
Brothers. Many games offer similar 
situations and playability. Even the 
music (some taken directly from 
the movie) doesn't live up to expec- 
tations. Finally, the narrative text is 
sloppy, with misspellings and 
slipshod syntax. If Titus expected 
The Blues Brothers to be well re- 
ceived, they're going to be as sur- 
prised as the producers of the movie. 


GP 

Follow the stepping 
stones out of this 
level. Move fast — 
floating spikes 
gather to block your 
path. 
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Billy R. Moon 


It's really hard to design a racing 
game without treading on the 
same ground a thousand other 
designers covered before you. The 
only Super NES games in recent 
memory genuinely to improve the 
genre without changing it entirely 
are F-Zero and Super Mario Kart . 
The fast-paced action, great 
graphics, and use of hardware 
trickery in these games set stan- 
dards that are tough to beat. 

And although it would be nice 
follow that statement with a 
"Until now!", Cyper 
Spin spins out against the compe- 
tition. Basically, there's just not 


You must meet the 
qualifying time in only 
a single lap, so hold 
the turbo down as 
much as possible once 
the clock starts 
ticking. 


Once the race 
has begun, be 
much more 
conservative 
with the 
turbo. The 
best place to 
use it is when 
by the other cars right at 
the beginning. 


r opif? 


enough to lift the game 
out of the average rat- 
ing. The graphics, al- 
though acceptable, 
aren't particularly ex- 
citing, and the sound 
track doesn't use 
the SNES's music capa- 
bility (it's also repeti- 
tious to the point of 
annoyance). 

There's nothing to dis- 
tinguish Cyber Spin's game 
play, either. The only thing 
you can do here that you 
can't in a dozen others is 
"slide" to the left or the right 
when you hit the brakes. It's 
a cool move, but it's also 
hard to get used to. The 
overhead perspective is 
helpful when passing or 
bumping into other cars, 
but you don't get any sense 
of actually piloting your car 
without a behind-the- 
wheel view. 

Cyber Spin does get points, 
however, for its challenging dif- 
ficulty level. Even good drivers 
might have trouble qualifying for 
the first round. Unfortunately, 
since your fellow competitors are 
"super drivers" who almost 
never spin out or make 
pit stops. Cyber Spin is 
sometimes annoyingly 
hard. 


Do all of your 
passing in 
the straight 
stretches... 


...because 
trying to 
pass in a 
turn 
usually 
allows the 
other car 
to bump into you, causing a time- 
consuming spin out. 

If you’re 
forced to 
make a pit 
stop, you 
can waste a 
lot of 

valuable time. Intelligent use 
of the turbo should allow you 
to make it through the race 
without stopping. 


GR 
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BULLETPROOF 
SUPER HIES 


Track 

down a 

human 

opponent 

in the 

two-player 

game. 


“Shootme’s” are easy 
targets — they don’t 
move or fire back. 


speed-up to put 
distance 
you and 
those nasty 
Smiloids. 


akes a hit. 


Don’t let a 
Gremlin 
get you in 
his sights! 
He tracks 
you until 
one of you 


Stephen Poole 

It's revenge of the Happy Faces! In 
FaceBall 2000, you play a futuristic 
version of tag that's set in a maze 
inhabited by the "Smiloids." These 
Happy Faces look cute enough, and 
they'll even tell you to "Have a 
nice day !" — after they ve robbed 
you of a life! 

In the Arena mode, one or two 
players can take on each other, or 
compete as a team taking on the 
Smiloids. All you must do in the 
Arena is choose a maze, select the 
number and kinds of Smiloids 
(if any) to patrol the maze, then tag 
your opponent ten times. (If you're 
playing as teammates, you've got to 
tag ten Smiloids.) 

In the Cyberzone mode, you can 
play solo or with a teammate. The 
goal is to clear 41 levels guarded by 
the Smiloids. "Tag" ten enemies with 
shots and you advance to the next 
level, where you face smarter, stron- 
ger Smiloids in a more compli- 
cated maze. Tag a blinking 
Smiloid and he releases a pod 
containing power-ups. These 
power-ups are vital — if you don't 
increase your firepower, speed, 
and armor as you move through 
the levels, you have no chance to win. 

At first glance, this SNES version 
of the popular Game Boy title seemed 
disappointing. FaceBall 2000 lacks the 
four-player capability that made the 
Game Boy version so exciting. And 
the split-screen display of the two- 
player mode means that you see ex- 
actly what your opponent sees. 


But those aren't design flaws. If 
there were a four-player adapter for 
the SNES, for example, the view for 
each player would be too small. And 
though it's true that you can glance at 
your opponent's perspective, it doesn't 
really give you an advantage — while 
you're busy peeking at his screen, 
he's probably tracking you down. 

The one-player game is the most 
fun, with plenty of strategic consider- 
ations that combine with the arcade 
action. Things get really tough once 
you're past, say, the 11th or 12th level, 
but it's the sort of challenge that makes 
you want to come back for more. 

FaceBall 2000 is a unique game, 
with a first-person perspective that 
puts you right in the middle of the 
action. It won't blow you away the 
minute you start playing, but by the 
time you've gotten the hang of game 
play, FaceBall 2000 will have you 
hooked. 

OP 


The map feature displays 
only the outline of the 
maze unless you’ve 
acquired a sensor powers 
up — then it displays the 


location of all the Smiloids. 
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77ie incredible 
Crash Dummies 


Vince Matthews 


I low would you like to make 
pennies a day? How about throw- 
ing yourself through the wind- 
shield of a speeding car? Or jump- 
ing from very tall buildings - with- 
out a bungee cord? You might even 
be lucky enough to be pulled from 
a pile of twisted, burning wreck- 
age! Sound exciting? Then you 
might have what it takes to be a 
dummy — a crash-test dummy. 

Welcome to the not-so glam- 
ourous world of head-on colli- 


and high-risk insurance. And 
Slick and Spin, two of the 
They've been banging their 
heads against brick walls for 
years, and now they need a 
vacation. Unfortunately, 
they're both broke — in 
the monetary sense of 
the word, that is. Di- 
gesting fenders just 
doesn't pay as well as 
it used to, and the price 


When 

jumping from 
the building, 
use the 
awnings to 
springboard 
your dummy onto other obstacles. 

of spare parts keeps rising all 
the time. 

Luckily, Spin has managed 
to land a few part-time jobs 
ranging from standard stunt 
work to quality control in a 
bomb factory. As one of the 
dummies, you're paid accord- 
ing to job performance — the 
betteryou do, the sooneryou'll 
be soaking up the rays on a 
tropical vacation. 

Incredible Crash Dummies 
isn't an extremely difficult 
game: most of the graphics are 
easily seen on the Game Boy 
screen, and the players are easy 
to control. Watching those 
dummies fly apart sure can be 
fun, and the tongue-in-cheek 
humor that made the dummies' 
public-service announcements 




Stay to the right during the Air 
Bumper test and grab a one-up. 

popular is evident here. Al- 
ready a vehicle for a booming 
toy license, look for the dum- 
mies to appear again in NES 
and maybe SNES adventures. 


OP 


Look out 
for rocks 
on the 
slopes. 


TH&T 


Before 
each job, 
take time 

sticK.Toonv you hue to read the 

CONTROL . 

..vis? explanation. 


Sometimes 
directions and tips are included. 


Mo’ money! Mo 1 money! 
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It’s not easy being a 
dummy — especially a 
Crash Dummy. Try 
filling the shoes of 
these self-made 
demolition daredevils. 


Another fall from a 
high rise! Anybody 
got some aspirin? 


LJN; 1 Spring Street; Oyster Bay, NY 11771 
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CAME BOY 


As in the other version 
of Pit-Fighter, you can 
choose from three 
fighters: Ty, Kato, 
and Buzz. Each 
has his own 
strengths and 
weaknesses, 
but the fighters 
look less dynamic 
- in black and white. 


Jeff Lundrigan 

First, get the rules straight. Rule 
#1: there aren't any rules! This is Pit- 
Fighter , buddy, and in its 
dog-eat-dog world, the 
winner gets all the cash, 
and the loser ends up in 
the morgue. 

Pit-Fighter made a 
splash in arcades because 
of its extensive use of digi- 
tized graphics and sound. 
The Super NES version, al- 
though a little choppy, kept 
the look and feel of the 
original. Now it's available 
for Game Boy — but you've got to 
wonder why. 

Obviously, a black-and-white 
Game Boy screen isn't the place to 
show off digitized graphics. 

The combatants move about as 
well as they do in other ver- 
sions, but they don't look as 
good, and the background 
doesn't change from match to 
match. And except for a few 
grunts and yells, the digitized 
sounds are almost non-existent. 

Each character's moves are 
limited, and unlike other Pit-Fight- 
ers , the Game Boy version makes 
you earn super moves. Your oppo- 
nents are extremely difficult to de- 
feat, at least in part because it's tough 
to tell exactly what they're up to on 
the small screen. As a fighting game, 
Pit-Fighter isn't bad — it's just not 
very good. 




but without extra lives, it will probably 
be a while before you see anything but 
the first two or three. 

You get 
bonus 
money for 
a good 
fight. 

Your 
health is 
recharged 
after you earn 50 grand or so — that’s 
a lot of matches without a recharge. 


Here’s Ty’s 
deadly 
flying spin- 
kick. Unlike 
other 
versions, 
you must 
win 

matches and earn markers before you 
can unleash this effective — and fun to 
watch — move. 



OR 
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Shanghai II: 
Dragon 's Eye 


Leslie Mizell 


wheers for Activision — instead 
of doing a strict translation when 
they ported their computer game 
Shanghai II. Dr agon's Eye to SNES, 
they actually made improvements 
that cause the Super Nintendo 
version to surpass the original! 

Shanghai, a solitaire version 
of the ancient Chinese game mah 


Start matching with the 
center tiles, where they’re 
stacked the highest, and with 
the far right and left, where 
they’re blocking several rows. 


You can remove 
only tiles that 
have one side 
free. This center 
tile can’t be 
played until you 
remove the ones 
around it. 


jongg, is one of the best strategy 
games around. You set up a game 
board called a dragon using 144 
tiles in seven different suits. There 
are single tiles along the edges of 
the dragon, but the closer you get 
to the center, the higher the tiles 
are stacked. The ob j ect is to remove 
matching tiles until the board is 
cleared. However, you can remove 
only tiles that are 
"free," not boxed in 
by tiles on both 
sides. 

There's a ter- 
rific variety of tile 
sets in Shanghai II. 

In addition to the 
classic Chinese 
figures, try playing with the fan- 
tasy set or the flags of the world. 
Activision has added more sets 
than in the computer version, so 
you can even play with fish tiles 
or other wacky sets. 

Special options include two- 
player competition and tourna- 
ment games, a time limit for plays, 
13 different tile configurations, 
and a special "Dragon's Eye" game 
that's completely different. 

In short, here's a simple game 
to learn and play that's done to 
perfection. 


These vegetable tiles are 
among the more whimsical 
sets Shanghai II has to offer. 


It’s cheating, but 
you can shuffle the 
remaining tiles if 
you get stuck in 
the original 
formation. 


The Dragon’s Eye game is 
played with entirely different 
rules. 


GR 
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In the first level, 
Spidey must 
touch each of 
the security 
eyes in order to 
open the exit. 
While Spidey’s wall-crawling 
controls are well developed, this 
level’s novelty wears off after 
playing it a few times. 


fi 


The game 
actually 
begins when 
Spider-Man 
finds the X- 
Men. 
Together 
they must escape 
personal death traps. 
Gambit’s level is one 
the hardest — a 
spiked wheel 
forces you forward 
into danger. 


Chris Slate 

T alk aboutyour Marvel dream teams! 
Ask any fan what his favorite comic 
books are, and chances are that "Spi- 
der-Man" and "The Uncanny X-Men" 
ends up at the top of his list. The X- 
Men, in particular, are at an all-time 
high in popularity, thanks both to the 
recent X-Cutioner's Songstoryline and 
the animated series on Fox TV. 

Loyal fans might be wondering 
exactly how close the video game 
comes to the characters' monthly comic 
books. The answer is mixed: While 
the graphics are loyal to the hot new 
style Marvel uses to draw the charac- 
ters, the plot leaves something to be 
desired. 

The story of Spider-Man & the X- 
Men revolves around a villain named 
Arcade, who long-time fans remem- 
ber as one of the X-Men's deadliest 
foes. He's captured the X-Men, and 
it's your job to help Storm, Cyclops, 
Gambit, Wolverine, and Spider-Man 
escape. The traps and robots in 
Arcade's world make for a great video- 
game setting, but the game would 
have been a lot better if it had bor- 
rowed a plot from a recent comic- 
book series, or used the distinct per- 
sonalities and powers of the X-Men to 

Wolverine’s level is filled 
with killer toys — the dead- 
liest of which is the mania- 
cal “Jack-in-the-Box with 
Machine Gun.” 


greater advantage (Storm, for example, 
never gets to control the weather). It 
could have been Mario running 
through this adventure — there's 
nothing except the look of the charac- 
ters that says "X-Men." 

Having said that, the game does 
boast great graphics, an incredible 
soundtrack, and its high difficulty 
level makes it a good challenge even 
for pros — it just doesn't have the 
"feel" of the comics. 


GP 


Because of Storm’s ability to 
control the weather, Arcade has 
filled her level with water. Her only 
chance is to destroy the genera- 
tors with lighting, which raises the 
water level to the exit. 
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SUPER A/ES 


Jonathan Gagnon 


^ Keep the 
door 

"Gar- 
goyle 
world by 

® ia “^ ,, “" ,,i “ ,,l,, " ,,,,, " ,l, “ pushing 
the button in the left or right 
corner — don’t touch any of the 
green squares! 

ets became known as the Spin- 
dizzy Worlds. The planets' in- 
habitants somehow managed to 
survive, but they remained quite 
dizzy from the experience. 

Meanwhile, Earth has become 
desperate for a new energy source. 
Telescopic surveys lead scientists 
to believe that the Spindizzy 
Worlds contain energy-rich jew- 
els that are just the ticket for 
Earth's survival. It's your mission 
to use Gerald (the Geographic 
Environmental Reconnaissance 
and Landmapping Device) to ex- 
plore these worlds and mine their 
hostile surfaces. 

You must use switches, tram- 
polines, ramps, lifts, and many 
other objects to grab the jewels. If 
you run into trouble on a planet, 
you can abort your mission, or 


I hink back to a time when jig- 
saws were the only puzzle chal- 
lenges. Nowadays, with mega- 
memory game systems, puzzles 
have advanced into complex 
strategy games that take a lot more 
brain work. A good puzzler needs 
originality, creativity, and the 
ability to keep the player's inter- 
est. It's tough to meet all these 
variables, but Spindizzy Worlds 
succeeds on all counts. 

And speaking of stories, it 
seems that a huge collision in 
.space knocked a cluster of planets 
into unnatural orbits. These plan- 


After completing a level, 
go to the bonus stage. 
Grab as many jewels as 
you can without falling 
off the platforms. 


you can replay planets to get 
a better fuel rating. 

The originality of Spin- 
dizzy Worlds makes up for 
the game's lackluster graph- 
ics and sound. It's a fun 
puzzle game with enough 
variety to keep you in a tizzy. 


Grab the green dots in 
“Pac Attack” world while 
avoiding the alien 
creatures. 


In some 
use r 

binary ' — 1 

switches to control doors or 
open passages. It’s up to you to 
figure out what order turns 
them on and off. 


It takes quick reflexes 
in the “Beginners!” 
world to beat the time 
limit. 


Some worlds require 
you to control platforms 
by pressing different 
colored buttons. 


Watch 
for alien 

sharks in “Sandy Island,” and 
don’t stand too close to the 
water’s edge. 
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SUPER NES 







The bar at the 
bottom of 
the screen 
indicates when 
it’s time to 
pass. 


Ultimate Football 


Jonathan Gagnon 


Are you tired of being just an 
armchair quarterback? Do you 
want to get into the game and call 
your own plays? How about feel- 
ing the crunch as you sack a quar- 
terback or the thrill as you catch a 
long bomb? Ultimate Football 
gives you the chance as it j oins the 
ranks of Super NES gridiron 
simulations. 

What Ultimate Football has 
going for it is its playability, its 

Put on your helmet 
and get ready to 
rumble. 


smooth, no-flicker animation, 
and its action-filled game play. 
You also have playbooks for 
both offense and defense, and 
all the plays — field goals, extra 
points, interceptions, and the 
rest — that are the foundation 
of the sport. The half-time 
show's not bad, either. 

However, Ultimate Football 
has some flaws, too. There aren't 
any real players, and you don't 
get any stats on the fictional 
players you do have. In short, if 
you want a good basic gridiron 
game with no bells and whistles, 
check out Ultimate Football. 


The half-time show is pretty 
entertaining, but hey — we’ve 
got a game to play. 


GR 


Break your opponents’ 
will by stopping them 
at the aoal line. 


It’s up to you to 
pick the play that 
will score that 
TD. 


Try to break through the line 
to block the extra-point kick. 


At the end of the game, a 
newscaster wraps things up. 


Use your blockers on 
the kickoff to create a 
hole. 
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Although it owes a lot to Mario 
and Sonic, Bubsy — a cute 
bobcat — is more animated than 
anysinglecharacterwe’veseen. 
He gets into catfights, shatters 
into pieces, shows his disdain of 


water ... and there’s new anima- 
tion in every level of this 16-meg 
game. The only problem we’ve 
seen in our early version of the 
game is that the learning curve is 
fairly high, and, though there are 
lots of extra lives to be found, 
Bubsy dies after just one hit. 

Other enter- 
taining charac- 
ters in the game 


expected release date: March 


are the Woolies, “inhabit- 
ants of the planet Rayon,” 
who must collect yarnballs 
from Earth to power their 
high-fiber plasma space- 
ships. The humor of the 
storyline is obvious through 
all 5 worlds and 16 chap- 
ters. 





Based on Disney’s blockbuster 
1989 cartoon, The Little Mermaid is 
an exact translation of the earlier 
NES game. As Ariel, you must jour- 
ney through five levels of aquatic 
action to save your undersea 




i 




date: February 


kingdom from Ursula’s fiendish 
clutches. 

Your best defense against 
attackers is your strong tail. 
When small fish attack, catch 
them in bubbles, then pop the 
bubbles or use them as missiles 
to fire at other enemies. And as 
you swim along, search the 


sea's sandy bottom, coral reefs, 
and rock ledgesfor magic shells. 
You can use the shells to throw at 
enemies or open sunken trea- 
sure chests. 

Highlights of this nonviolent, 
great-for-kids- game are terrific 
graphics and a soundtrack that 
includes the Oscar-winning song 
“Under the Sea." 
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Ttie Last Vikings 

expected release date: March 



One day while they were hunting 
in the Nordic wilderness, three 
vikings — Erik the Swift, Baleog 
the Berserker, and Oiaf the Stout 
— were abducted by an alien 
spacecraft. To find their way 
home, they must work asa team, 
relying on each Viking’sstrongest 
abilities. 


You can control any of the 
Vikings, switching among them 
with the L and R buttons of your 
controller. The Lost Vikings re- 
quires Lemmings-\ike strategy: 
For example, Olaf has a shield 
tofendotf enemies, Baleog can 




attack with sword or bow and 
arrow, and Erik can collect 
power-ups and weaponry to help 
his fellow Vikings. A thumping 
sarcfcxk 
and vivid 
graphics 
highlight 
the fast 
action. 
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You'll eat up our video game offer. Buy Tombstone' Microwave Pizza 
and get hot savings on your favorite Jaleco video games. Just bring the 
coupon printed on the back of specially-marked packages to a participating 
video game retailer. Be sure to ask your mom to put Tombstone 
on the shopping list. Ifs great eats! .. fB 


specially-marked 
Tombstone Microwave Pizza 
packages for complete details. 


INC MICROWAVE PIZZA 
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Statement required by the Act of August 1 2, 1 970, 
Section 3685, Title 39, United States Code, show- 
ing the ownership, management, and circula- 
tion of Game Players Nintendo Guide, pub- 
lished monthly in Greensboro, Guilford County, 
North Carolina, 27407, as filed on October, 
1992. 

The names and addresses of the publisher 
and executive editor are: Publisher, Michael J. 
Romano, GP Publications, Inc., Fair Lawn, NJ 
07410; Executive Editor, Selby Bateman, GP 
Publications, Inc., Greensboro, NC 27407. 

The owner is GP Publications, Inc., Fair 
Lawn, NJ 07410, the names and addresses of 
stockholders owning one percent or more of 
the stock of GP Publications, Inc. are: Techology 
Funding Secured Investors II and III, 2000 
Alameda de Las Pulgas, San Mateo, CA 94403. 

Average number of copies of each issue 
during preceding 12 months, and of the single 
issue nearest to filing date, respectively, are as 
follows: Total number of copies printed (net 
press run) 190,387-163,277; paid circulation- 
sales through dealers and carriers, street ven- 
dors and counter sales 34,903-43, 1 84; mail sub- 
scriptions 79,943-70,546; total paid circulation 
1 14,847-1 13,730; free distribution by mail, car- 
rier, or other means (including samples, com- 
plimentary and other free copies) 2,068-837; 
returns from news agents 72,104-48,493; total 
distribution 1 89,0 1 9- 1 63,060; office use, leftover, 
unaccounted spoiled after printing 1,368-217; 
total 190,387-163,277. 

I certify that the statements made by me 
are correct and complete. 

Michael J Romano, Publisher 
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expected release date: 
February 


Translated from the enormously 
successful Japanese game 
Ranma i/2, Street Combat is a 
fighting extravaganza. While the 
Japanese version was based on 
a popular comic book which 
featured a boy who became a 
girl when he got wet, Irem de- 
cided to go with a more “Ameri- 
canized” version for the North 
American market. In Street 
Combat, you play Steven, a 
fighter, genius, and scientist who 
attempts to stop an assassination 
plot by entering a combat 
competition. 

You compete against a vari- 
ety of backdrops, from a beauti- 
ful forest to a raging downtown 
snowstorm . The many attacks are 
easy to learn and, like Street 
Fighter II, the bouts are decided 
by a best-of- 
three match. [ 


op game of 
the same 
name, Sonic 
Blastman doesn’t have the 
punching pad that was part of 
the arcade version. Here, Sonic 
cleans the streets of hoodlums in 
a more traditional, kick-em-’til- 
they-drop way. 

No relation to another, bluer 
Sonic, Sonic Blastman takes all 
his superhero business in stride. 
And Sonic Blastman is styled with 
tongue-in- 
cheek action, 
huge charac- 
ters, 

voice samples. 


expected release date: 
February 


A mysterious being from another 
universe has come to Earth, only 
to find the planet infested with sin 
and corruption. This galactic 
savior, Sonic Blastman, now must 
save Earth from the vicious evil 
that chokes it. 

Loosely based on the coin- 



camecenie: 

BICCER AND SMALLER THAN EVER. 

NOW, CAME CENIE™ FOR SUPER NES™ AND CAME BOY »! 

JUMP HICHER, STAY BICCER, START ON ANY LEVEL, CET 
MORE POWER, MORE WEAPONS, LIVE FOREVER! AND 
WITH SUPER NES AND CAME BOY, YOU CAN TURN THE 
POWER OF CAME CENIE ON AND OFF IN THE MIDDLE 
OF A CAME. NOW, BIC OR SMALL, PLAY 
NINTENDO® LIKE NEVER BEFORE 
WITH CAMECENIE! 



CAMECENIE™ 

FOR 

CAME BOY® 


Game Genie ' 1 works on many 
game titles for the Super N ES 
and Game Boy * Systems. Not 
all effects can be created at 
the same time, some effects 
and combinations of effects are 
not available on some games, 
and some game play features 
may not be accessible. 

Game Genie is a product of Lewis 
Galoob Toys, Inc., and is not manu- 
factured, distributed or endorsed 
by Nintendo of America Inc. 
Super NES ’, Game Boy,* and 
Nintendo are trademarks of 
Nintendo of America Inc. 

Game Genie and Galoob are trade- 
marks of Lewis Galoob Toys, Inc. 
£ 1992 Lewis Galoob Toys, Inc. 
AH' Rights Reserved. U.S. Patent 
No. 5,112,051. 
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CAMECENIE 7 
FOR 
SUPER N 



The Master of 


Master Higgins is back in his wildest and greatest 
adventure of all! He leaps into action to defeat an 
army of guardian animals and monsters that protect 
the evil wizard, Dark Cloak! Join Master Higgins as 
he reaches new heights of excitement on his high 
flying skateboard. Speed through underground 
caves in a crazy mine car ride! Go from dangerous 
tropical shores to the belly of a whale - all in search 
of his final battle with the wicked sorcerer. 

• Secret Bonus Rounds restore power and 
award points to our high jumping hero! 

• Terrible traps and gigantic villains await your 
next move! 



M>- HUDSON SOFT' 


HUDSON SOFT USA, INC. 

•400 OYSTER POINT BLVD. SUITE 515 
SOUTH SAN FRANCISCO. CA 94080 
(415) 871-8895 


©1992 Hudson Soft USA, Inc. All Rights Reserved. Super Adventure Island : 
Adventure Island ™ and Master Higgins™ are trademarks of Hudson Soft I 
USA. Inc. is a trademark of Hudson Soft Co.. Ltd. Nintendo™. Nintendo En 
Super NES ™, Game Boy™ and the Official Seals are trademarks of Nintei 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 yeans out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 



